

















EN BANDAI. 


This game is licensed by 
Nintendo for play on the 


ENTERTAINMENT system- 


‘Tank you for selecting the Nintendo Entertainment System Ninja Kid Game Pale 


1. OBJECT OF THE GAME/GAME DESCRIPTION 

‘The junior defender of human rights, Ninja Kid, battles the notorious 
monsters of Demon Island, would-be conquerors of the free world 
‘These monsters have sel up a series of traps as a first step In thelr 
goal lo conquer the world. A magic scroll, a fast-iying kite, and an 
‘old witch’s chanting spell are among Ninja Kid's many weapons 
against these evil spirits. He survives a wicked dogfight, fights onor- 
mous fires and duels against the giant demons in ordor to recover 
stolen spirits. 

But Ninja Kid's biggest clash is still ahead of him! He must fight the 
ferocious Giant Demon, ruler of the infamous Demon Island. With 
your help, Ninja Kid can conquer all evi and restore peace to the world, 





‘lease rea this struction Bois caretully to ensure proper handling of your new 
(ame: Save the Booka for fla relrence, 
ta 





PRECAUTIONS 

1, Turn off the power when inserting or removing Game Pak. 

2. This is a high precision game. It should not be stored in places 
that are very hot or very cold, Never hit or drop it. Do not take it 
apart 

3, Avoid touching the connectors, do not got them wet or dirty. 
Doing so may damage the gamo. es 

4. Do not clean with benzene, paint thinner, alcohol br other such 
‘solvents, 


‘Note: ne torent of product improvement, Nendo Entertainment Seem specit- 
¿tons and design ara subject 1 change without prior noice. The game has 


ban programes to taka acantage of Pe ll creen, Serve ciar modela 
hws founded sereans and may black ou a portion of ha image: 
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2. NAMES OF CONTROLLER PARTS 
AND OPERATING INSTRUCTIONS 
This game is only a 1 Player Game. 
CONTROL PAD Use to contro Ninja Kid's movements, 
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win the scenes showing the Demon Island Map, Ninja Kid can move 
Inthe directions indicated by arrows on the control pad. 

‘= When Ninja Kid is flying on his kite, he can move in the directions 
indicated by the arrows on the control pad, 


When you press ® button, Ninja Kid will throw his daggers (When you 
gain the Special Weapons, press the SELECT bution lo choose and 
une a Special Weapon). 


button cannot be used in the scenes where Demon Island Map 
appears, 


button Use for jumping up or jumping down. when 
Jumping up, ho height ofthe Jump varies accord- 
ing to how long the bution is pressed for Pross © 
button simultaneously when pressing and 
Ninja Kid wil jump down. 
m When the Demon Island Map appears, or when 
Ninja Kid is fying on his kite, you cannot uso 
E button 
bation Use for throwing Ninja Kids daggers. 
s 


m When the Demon Island Map appears, you 
‘cannot use button, 


‘SELECT button... Use this button to select and throw one of the 
‘special weapons, 
START button. Press this button to begin a game or to pause, 


PAUSE you wish to stop or interrupt play in the middle 
of a game, press the START button. The pa 
{one will sound, and the game wil stop. Press the 
START button again when you wish to continue 
playing, The game will continue from where you 
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3. HOW TO PLAY THE GAME 
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GAME SEQUENCE 


‘This is a great adventure, action game, with four sections or scenes. 
1, Demon Island Map 
2. Four Different Fighting Fields 

a) Guerilla Warfare 

b) Poison Fields 

©) Dog Fight 

d) Blazing Inferno 
3, Demon Hell 
4, Damon Castle 
This game's main objective is to destray Demon Castle, which is 
‘occupying the area and threatening the existence of Shangri-La. 
Bul Demon Castle has been closed off by strong magic, and no one 
‘can got noar it To free the Castle from this magic, a special scroll 
and an old witch's chanting spell are needed. 
‘Tho Four Different Fighting Fields have a different game objective 
than those of the olher sections. 





DEMON ISLAND MAP 

Ninja Kid can walk around Demon Island Map looking for the special 
Scroll that will restore peace to the area, After obtaining tha scroll, 
he goes to the old witch's house to get the chanting spell, Afterwards, 
Ninja Kid can go to the Demon Castle, 








OÖGPGHT — POISON FIELD GUERILLA WARFARE BLAZING INFERNO 
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A DEM SPECIAL 
FELD Tose cene RSIS" SSS 
m The Fighting Fields appear on the Demon Island Map. They change 
position through the use of magic, Even on the same map, the 
positions of the Fighting Fields are sometimes different. 
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‘When Ninja Kid enters the Mystery Field, he does not know which 
field he will encounter. It could be any of the Four Different Fighting 
Fields, 

wAttor getting through each field, the inside of the map changes to 
Flower Field 


OBJECTIVES OF THE 

FOUR DIFFERENT FIGHTING FIELDS. 

1. DOG FIGHT 

In tnia field, Ninja Kid lies on a Kit, and fights off demons. Once he 
has bonton 10 damons, he will get through the fela, and tne game 
is cloar, 

2, POISON FIELDS 

Ninja Kid must collect 10 demon spirits in this field. Once he has 
accomplished this, he will gat through this field, and the game wit 
be clear, 

3, BLAZING INFERNO 

Ninja Kid must ight 10 candles with a lighter in order to get through 


w 





this feld and clear the game, 

4. GUERILLA WARFARE 

‘Once Ninja Kid has beaten 10 demons, he will get through this fold 

and clear the game. 

“After Ninja Kid clears each of the four fields, two doors will appear. 
‘One door leads to the Demon Island Map, the other leads to Demon 
Holl. 
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DEMON HELL/VERTICAL SCROLL GAME 
Ninja Kid cannot return to the Demon Island Map until he has beaten 
the giant demon, ruler of Demon Hell 
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‘= Ninja Kid cannot beat the giant demon until he attacks his weakest 
point, 

In Demon Hell, Ninja Kid cannot use any of his special weapons. 


CHALLENGE OF SHANGRI-LA 

Ninja Kid battlos against the strong demon at Demon Castle in order 

to restore peace to the area, The demon cannot be beaten unless. 

{he damage meter indicates zero, 

m When fighting against this strong demon, by attacking his weakest 
point and using the special weapons. Ninja Kid can inflict the most 
‘damage. If Ninja Kid catches any of the whistles, he can call as 
many friends as the number of whistles he has, with a maximum 
of three, When his friends aro called in to help, Ninja Kid must move 
to the left side of the screen and squat down. Then his friends will 
help Ninja Kid by using special, individual techniques. 

1, PEGASUS 

Protects Ninja Kid from enemy demons. He serves as a shield since 

he stands next to Ninja Kid and protects him from the enemy's attack. 

2 





Pegasus will disappear from the screen after a certain time. 

2, BIG EAGLE 

‘Stops the movements of the demons. Alter Pegasus disappears, 

‘move Ninja Kid to the let side of the screen and have him squat down. 

Big Eagle will then appear and stop the enemy's movement. But, be 

Careful, since the enemy will continue to attack! Big Eagle will also 

disappear from the screen after a certain time, 

3. OLD WITCH 

Alter Ninja Kid is again moved to the left side ofthe soreen and squats 

‘down, the Old Witch will appear, She weakens the enemy by throwing 

magic sand at them, Sho wil also disappear from the screen alter a 

Certain time. 

4, WHISTLE 

Alter Ninja Kid has achieved 9-out-of-10 objectives in each of the 

fields, whistles will appear. Ihe obtains all of his objectives without 

using the whistles, they will disappear from the screen. I! he usos 

the whistle when fighting against the Demon Castle, he can call in as 

‘many friendly demons as the number of whistles he has, with a maxi- 
cae 





— 
mum of three, To call his friends, Ninja Kid must move fo the left side 
‘of the screen and squat down, 

Alter destroying the Demon Castle, you can now move on lo the next 
map, 
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BEWARE! THE FOLLOWING ARE DEADLY: 
1, Getting caught by demons. 

2. Golting hit by a demon's attack. 

3. Falling Into a hole 


m Once Ninja Kid's play character's remaining number on Ihe screen 
becomes zero, the game is over. 

m When the map changes, Ninja Kid's possessions become zero. 
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SPECIAL WEAPONS 

Alter you have achieved three objectives in any of the Fighting Fields, 
‘Special Weapons will appear on the screen, There are four Special 
Weapons, and each automatically moves itso, Position Ninja Kid 
close to a Special Weapon and press the SELECT button to use the 
‘weapon. 


1. IRON STAR 
This Special Weapon will go through the demons when, 
thrown. ltcan be used 20 times, 


2. BOOMERANG "i 
‚Control this Special Weapon with © Control Pad. If it movas 
off the screen, it can come back within view. Tho Boomerang 
can be used 4 times. After ejecting the Boomerang, Ninja Kid 
starts blinking and becomes invincible for 15 seconds, 


N 
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3. FEATHER 
This Special Weapon is controlled with the {Control 
Pad and can be used for as long as it does not 
disappear from the screen. It can be used 3 times, 
memmen Allo’ ejecting the Feather, Ninja Kid starts blinking 
and becomes invincible for 18 seconds. 





4, FIREFLAME 
This Special Weapon turns while flying across the 
screen. It can be used 20 times. 


naerame 


' Alter using any special weapon the maximum number of times, 
the Special Weapon will ravert to a daggor. 

im When you aro controling the Feather or Boomerang, Ninja Kid 
will move in the same direction as the weapon. If you pay too much 
attention to controling the Special Weapons, Ninja Kid will be beaten 
by the demons, 

mit is better to save the Special Weapons when fighting the strong 
‘demons in the Demon Castle, 
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COMPLIANCE WITH FCC REGULATIONS 
This equipment generates and uses radio frequency energy and not installed an 


a 


sed property Patis, in sit accordance wi he manufacturer's Instructions, may 


‘use interterence to radio and television reception. 1 haa been type oa und 
‘ound to comply with the Ama or a Gass B computing devica In accordance with 
‘he apocitoatone in Subpar J of Part 18 of FCC Rules, which are desigr 

ide reasonable protection against such inerforonce in a rosi 

Howe therm no guarantee thut nororenco wil not 000 
ination is equipment dos cause intererence to rac or lan rocoptlor 
‚mic can be doerinod by turning Me equipment ft and on, a user e encour. 
‘age Uy to correct the neers by one or more oF I lloing mensuros 
«core  recering antenna, 

‘Relocate Me NES with respec tothe rocolor 

Move the NES away fom to rola 

‘Fuge NES into nero to fat compra cea aro on oa 


necessary. te user shouid consul the deslor or an experienced radio/lolovision 
Jechncan for acon cupgeston. The usor may find te oloning boukle! 
Prepared by the Federal Communications Commission hal 


How a entity and Resolve Radio-TV inference Problems, 












‘This bookie is acti fom the US, Government Printing Office, Washington, DC. 


20202, Siock No. DO4-000-00045-4 
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